with both DD and/or SLi (e.g. Geiger et al., 1994; Facoetti et aI., 2003; Stevens et aI., 2008) . In particular, these studies consistently demonstrate that the inhibitory aspects of atten tion-that are crucial for perceptual noise exclusion-can be remediated by appropriate rehabilitation programmes (Geiger et aI., 1994; Facoetti et al., 2003; Stevens et al., 2008) . Our data demonstrate that a pure visual spatial treatment (based on rapid letter string presentation) not only improved phonological decoding, but also improved the inhibitory attentionalmechanisms required for left-to-right serial searching ofletter strings (Facoetti & Lorusso, unpublished data; see Vidyasagar & Pammer, 2010 for discussion). In fact, even the 'pure' phonologically-based treatment programmes that are typically used to rehabilitate DD, have to make use of fundamental auditory attentional mechanisms.
It is intriguing to note that playing action video games significantly improves visual attentional orienting and engagement (for a recent review see Dye et al., 2009) . Critically, this increase in rapid attentional orienting generalizes to various tasks beyond game situ ations. Thus action video game play improves general attentional resources, allowing garners to better aHocate their attention across both space and time (Dye et al., 2009) . Video gaming might, therefore, provide an efficient attentional training regimen to induce reading improvement in DD children as well as in pre-reading children at risk of DO. Overall, the findings reported here offer the possibility of developing new, more efficient, treatments ofDD through the use of intensive trainil1g to improve multisensory orienting of spatial attention in pre-reading children at risk of reading failure. Geiger, G., Cattaneo, c., Galli, R., Pozzoli, U., Lorusso, M.L. , Facoetti , A. , et al. (2008 
